WARNING 


WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 
A very small percentage of individuals may experience epileptic seizures when exposed to certain light 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games, including games played on the PlayStation game console, may induce an epileptic 
seizure in these individuals. Certain conditions may induce previously undetected epileptic symptoms 
even in persons who have no history of prior seizures or epilepsy. If you, or anyone in your family, has 
an epileptic condition, consult your physician prior to playing. If you experience any of the following 
symptoms while playing a video game - dizziness, altered vision, eye or muscle twitches, loss of aware- 
ness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY discontinue use and con- 
sult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation game console to a projection TV without first consulting the user manual 
for your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen. 


USE OF UNOFFICIAL PRODUCT: 
The use of unofficial products and peripherals may damage your PlayStation game console and 
invalidate your console warranty. 


HANDLING YOUR PLAYSTATION DISC: 
• This compact disc is intended for use only with the PlayStation game console. 
• Do not bend it, crush it or submerge it in liquids. 
• Do not leave it in direct sunlight or near a radiator or other source of heat. 
• Be sure to take an occasional rest break during extended play. 
• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case 
when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center 
to outer edge. Never use solvents or abrasive cleaners. 
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GETTING STARTED 


Set up your PlayStation® game console according to the instructions in its Instruction Manual. 
Make sure the power is off before inserting or removing a compact disc. Insert the (Gauntlet 
Legends) disc and close the Disc Cover. Insert game controllers and turn on the PlayStation® 
game console. Follow on-screen instructions to start a game. 


TOP VIEW 


l!ESETBUTTON 
OPEN BUTTON 


POWEi! INDICATOI! 
DISC COVEi! 


POWEi! BUTTON 
CONTl!Oll.EI! POl!T 


FRONT VIEW 


.---~=;:J;;;;;;;;;;;;;;;;~;=;:::::::::~MEMOl!Y CAl!D SLOT 1 
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CONTl!Oll.El!POl!T 1-----....1~ 
CONTl!Oll.EI! POl!T 2 
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CONTROLLER 


DUALSHDCK'" analog controller 


L2 BUTION ---~ 
L 1 BUTION ---- 


DIRECTIONAL BUTIONS 


LEFT ANALOG STICK 


SELECT BUTION 


ANALOG BUTION 


START BUTION 


RIGHT ANALOG STICK 


NOTE: You may have a controller that looks like this, 
if so please follow the digital instructions outlined on Page 5. 


.------- R2 BUTION 
----- R1 BUTION 
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x BUTION 
D BUTION 
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DEFAULT CONTROLS 


Here are the default co11trols for Gau11tlet Lege11ds. Please refer to the previous page for butto11 
locatio11s. If usi11g a DUALSHOCK™ a11alog co11troller, make sure the A11alog Butto11 is acti- 
vated before attemptillg to use the Left A11alog Stick. 
DEFAULT CONTROLS 


MOVE CHARACTER - Directio11al butto11s or Left A11alog Stick (if activated) 
ATTACK - 0 ( aim with Directio11al butto11s or Left A11alog Stick) 
USE POTION - @ 
THROW POTION -0 + ® (poi11t towards the e11emy) 
MAGIC SHIELD - @ +@ 
TURBO-@ 
TURBO RUN - @ (hold while movi11g ill a directio11) 
TURBO ATTACK - @ + 0 (use whe11 Turbo Meter is Gree11, Yellow or Red) 
Note: The colors 011 the Turbo Meter i11dicate the stre11gth of the attack. Green is a11 e11ha11ced 
weapon throw (weakest attack). Yellow is a close area attack (medium) and Red is a massive 
forward movillg wave attack (stro11gest). 
PAUSE GAME - START 
CYCLE INVENTORY/STATUS MENUS-ID orllll (this switches the differe11t HUD (Heads 
Up Display) screellS located at the bottom of the screen) 
CYCLE ITEMS IN INVENTORY -ID or ID (toggle through collected items) 
ACTIVATE/DEACTIVATE INVENTORY ITEMS - 6) 


MENU/SUB-MENU NAVIGATION 
Whe11 11avigatillg through menu scree11S, use the Directio11al butto11s ( or Left A11alog Stick if acti- 
vated) to highlight selections. PressO to activate the selectio11 (such as accessi11g another menu 
or savi11g a game for example). Pressing 6) in any menu will exit you back to the previous 
screen. 
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--- -----·------ 


At the Title Screen, press START to access the Main Menu. There are four things you ca11 do at 
the Main Menu. Press Left or Right on the Directional butto11 to cycle through the choices 
available to you. To access the Sub-menu, press O. 


NEW GAME: This will begill a new game. 


CONFIGURE AUDIO: Adjust the volume of the audio (backgrou11d music and sound effects) in 
the game. Select the audio option (SPX Volume or Music Volume) a11d press Up ott the Directio11al 
buttons to Raise the volume. Press Dow11 ott the Directional buttons to Lower the volume. Press 
6) to return to the Main Menu. 


CONFIGURE CONTROLLER: Choose from four differettt cotttroller settings. Press Left and Right 
to toggle through the different settings. Press O to select one. 


LOAD GAME: This will load a previously saved game. You must have a Memory card with saved 
Gautttlet Legettds game data inserted before attemptittg to load the game. Remember that you 
can only have four saved games per Memory card. 
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CHARACTER SELECTION 


After you choose to begin a New Game, you will be taken to 


, the Character Selection Menr,. Initially, there are four cl1arac- 
ters to choose from ill the game. Each character also has four 
different costume colors and appearances to select from. Press 
Left or Right to view the different character classes. Whe11 
viewi11g a character, press Up a11d Dow11 to cha11ge their cos- 
tume. Each character has their own statistics as well. Tl1e 
stats for each character will be at the bottom of the screett. 


FIGHT POWER & SHOT POWER: Amount of damage you inflict on an enemy. 


ARMOR: Provides some protection from successful enemy attacks. 


SPEED: How quickly the character moves on the battlefield, NOT their attack speed! 


MAGIC: Damage inflicted per spell cast by character. 


When you have selected the character you wattt, press O to continue. 


Next you will be able to enter a name for your character. Press 
Up and Down to toggle through letters and numbers. Press 
Left and Right to move along the columns. There are eight 
columns (or digits) that you can use. When you have given 
your character a name, press O to begin your game. If you 
press 0, you will exit back to the Character Selection Menu. 
Press 0 again if you wish to return to the Main Menu. 
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CHARACTER PROFILES 


WARRIOR 


Healthy and with great Strength, the Warrior is a good choice for first-time 
players. He is durable and quite skilled at the art of hand-to-hand combat. 


VALKYRIE 


Beautiful but deadly, the Valkyrie's best attribute is her 
durability. Having both a high Armor rating and good Speed, 
the Valkyrie is another good choice for the 11ovice player. 


The Wizard's powerful magic far exceeds any other 
character's. His high Magic rati11g grows faster and causes 
his magical attacks to do more damage. 


ARCHER 


While the Archer's physical attacks are weak like the Wizard's, she 
compensates with the fastest movement and firing speeds of all. 
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SUMNER'S TOWER 


Your q11est begins in the Tower of the good wizard Sumner. From here you will depart into 
the bea11tiful and deadly worlds of Gauntlet. Initially you will only be able to access the 
Mountain Kingdom, but as you gain experience and collect valuable items, more sinister worlds 
will be available to you. 


Sumner is here to help you whenever he can. He is a wise and powerful ally for you to have. 


Sumner 


Make sure you talk to him if you need guidance. Move your character towards 
him to make contact. The Hint Menu 
(Talking to S11mner) will appear with 
the following choices available to you: 


CONTINUE: Continue the game. 


RUNE HINT: 
The 
noble 
wizard 
Sumner will give yo11 a hint about the 
next Rune Stone you need to find. 


WORLD HINT: These hints will help 
you locate hidden Obelisks within a 
world. 


ENEMY HINT: Sumner will give yo11 a hint abo11t the next Shard of glass you 
need to find (what boss enemy you will fight). 


HISTORY: Hear of the magical and tragic tales which have led to your situation. 


Each of the hi11ts can be accessed by highlighting them and pressing O. To exit out of a hint, 


9 press O. This will take you back to the Hint Menu. 


SUMNER'S TOWER 


Located within the protective walls of Sumner's Tower is a small shop where yo11 ca11 pur- 
chase valuable power-ups and other items you will need. You must earn Gold pieces i11 order 
to purchase goods here. Once you have collected Gold and are back in Sum11er's Tower, move 
your character to the store to begin shopping. In a Two Player game, both players must e11ter the 
Shop to activate the interface. Both players must also press$ when they are finished purclias- 
ing items in order to exit the Shop. 


To buy items, use the Directional buttons or Left Analog Stick to highlight the item. Press O to 
make a purchase. As you highlight the items, the 11ame of the selected item will appear in your 
character status menu located on the bottom of the screen. This will display 11ot only the name 
of the item, but the cost of it as well. If you don't wish to buy anything, press$ to exit back to 
the tower floor. 
PAUSING THE GAME 


, When pausing the game in Sum11er's Tower, you have the fol- 
lowi11g options available to you: 


CONTINUE: Continue tire game in S1mmer's Tower. 


GAME MENU: Selecti11g this will take you back to the Optio11s 
Me11u. From here players can Save and Load games, adjust the 
Audio Configurations of the game and eve11 adjust the 
Controller Configurations. This is also where a second player 
can join in. Please see Page 6 for information on the Main Menu. 


SECRET CHARACTERS: This will take you to a special character selectio11 screen where you 
can choose to switch your currently active player with a secret one. You must u11lock the char- 
acter (by collecting the special coins (see Page 23) before you are able to switch. 


QUIT: Quit the game without saving. You will be asked if you are sure you want to exit. Select 
Yes or No and press O. 
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SUMNER'S TOWER 


IMPORTANT NOTE ON SAVING GAMES 
You can save character data at any time while you are in Sumner's Tower by accessing the Game 
Menu. You may also save at the end of each completed level on the End-Level screen. At the End- 
Level screen, press@ to go to the Game Menu. Press Left or Right on the Directional buttons 
until the Save Icon appears, then press O to choose to save. Yo" will then be shown 4 different 
game slots to which you can save your game. Press Left or Right on tire Directional buttons and 
select 1 of the 4 game slots. Once a game slot is selected, press O to save your game information. 
After you have saved, press 0 to return to the Game Menu. At the Game Menu, press 0 again 
to return to your game. 


You can only have a total of four saved games per Memory card. Please note that each player 
can only save game data to their own Memory cards. For example, Player Two (with their 
Controller inserted into Controller Port 2) must have their own Memory card inserted into 
Memory Card Slot 2 in order to save their data. The same is true when attempting to Load a 
saved game. 


Eventually, you will have to leave the safe haven that is Sumner's Tower and take on the armies 
of evil that await you. Keep reading to learn vital information that will help you beat the vile 
Skorne! 


II 


PLAYING THE GAME 


On your quest to recover the 13 Rune Stones, you'll encounter a variety of enemies and chal- 
lenges. The following pages will give you an idea of what's ahead. All of the following 
actions are based on the game's Default Controller settings. 


BASIC ATTACKS 
Gauntlet Legends is a fast-paced, intense 3-D adventure game. Your character can roam in any 
direction on-screen by pressing the Directional buttons or Left Analog Stick in the desired direc- 
tion you want the character to go. 


To attack enemies, aim with the Directional buttons or Left Analog Stick, then press O. It's recom- 
mended that you HOLD O and then aim, so you can train your shots at the enemy. You can also 
fight hand-to-hand by moving your character into the enemies. 
® is used for Potions you acquire along the way. Vials of Potion have many different appear- 
ances (see tire Page 15 for some examples). 


TURBO ATTACKS 
Your character's Turbo is used for moving faster (press 
and hold @ while moving) or for performing Turbo 
Attacks! To do a Turbo Attack, you must wait for your 
character's Turbo Meter to reach one of three levels. 
Green is the weakest attack (simple attack in front of 
character), Yellow is the average attack ( a small "area 
effect" around the character) and Red is the 
strongest, releasing a powerful forward attack. Once 
your Turbo Meter has reached its full power, aim with 
the Directional buttons or Left Analog Stick and press 
@ and O at the same time. Each character has his/her 
own unique Turbo Attacks! 
12 
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effect" around the character) and Red is the 
strongest, releasing a powerful forward attack. Once 
your Turbo Meter has reached its full power, aim with 
the Directional buttons or Left Analog Stick and press 
@ and O at the same time. Each character has his/her 
own unique Turbo Attacks! 
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PLAYING THE GAME 


CHARACTER INVENTORY 
Potions can be used by pressing ®· Keys are automatically 
used when you bump into a locked Treasure Chest or a locked 
Gate (with a keyhole). Power-ups such as Invisibility need to be 
activated in order to use them. You can select a power-up by 
pressing ID to toggle the inventory menu. This menu dis- 
plays your character's status (gold collected and health), 
power-ups and Legend Weapons. To activate a power-up, go 
to the appropriate menu and press e. When you collect a /. 
power-up you only have a few seconds to use it, press e to 
deactivate the power-up, that way you can use it when you really need it. It is important to note 
that you should not be in the middle of a battle when wing the Character Inventory. This is the 
safest way of using the power-ups without losing valuable health points. If you have collected any 
Legend Weapons, they will self-activate when facing the correct Boss Monster. 


IN-GAME PAUSE MENU 
During your quest, you may find it necessary to pause the game. To pause a game in progress, 
press START at any time. The following Pause Menu will 


CONTINUE: Continue your current game. 


ABORT LEVEL: Quit the current level and go back to the 
safety of Sumner's Tower. 


Keep in mind that you must return to Sumner's Tower in 
order to Quit a game. You cannot quit a game using the In- 
/. 


Game Pause Menu. 


PLAYING THE GAME 


During the game, your character's Statistics and Experience Level will increase. Players start 
the game as a 1st Level character of a given class. As experience points are accumulated 
throughout the game (by defeating enemies and finishing worlds), each character will gain 
more power for each level they gain. Remember that every level you advance, so do your 
character's statistics! 


FIGHT POWER & SHOT POWER: Amount of damage you inflict 011 an enemy. 


ARMOR: Provides some protection from successful enemy attacks. 


SPEED: How quickly the character moves on the battlefield, NOT their 
attack speed! 


MAGIC: Damage inflicted per spell cast by character. 


PLAYER HEALTH 


The most important attribute of all, Health is denoted in points. Once your point total reaches 
O points, your character will collapse. 


Health points can be gained in battle by eating food, gaining an experience level and by purchasing 
Health at the Shop. There are also two bonus ways to get more health. If your character has 
the ''ANTI-DEATH" power-up, a halo will appear above them which allows you to steal health 
from Death! Another way is to use Potion 011 poiso11ed food. When you open a barrel or 
Treasure Chest and it contains a skull and crossbones icon, use potion near it. It will magically 
turn into food! 


14 


PLAYING THE GAME 


CHARACTER INVENTORY 
Potions can be used by pressing ®· Keys are automatically 
used when you bump into a locked Treasure Chest or a locked 
Gate (with a keyhole). Power-ups such as Invisibility need to be 
activated in order to use them. You can select a power-up by 
pressing ID to toggle the inventory menu. This menu dis- 
plays your character's status (gold collected and health), 
power-ups and Legend Weapons. To activate a power-up, go 
to the appropriate menu and press e. When you collect a /. 
power-up you only have a few seconds to use it, press e to 
deactivate the power-up, that way you can use it when you really need it. It is important to note 
that you should not be in the middle of a battle when wing the Character Inventory. This is the 
safest way of using the power-ups without losing valuable health points. If you have collected any 
Legend Weapons, they will self-activate when facing the correct Boss Monster. 


IN-GAME PAUSE MENU 
During your quest, you may find it necessary to pause the game. To pause a game in progress, 
press START at any time. The following Pause Menu will 


CONTINUE: Continue your current game. 


ABORT LEVEL: Quit the current level and go back to the 
safety of Sumner's Tower. 


Keep in mind that you must return to Sumner's Tower in 
order to Quit a game. You cannot quit a game using the In- 
/. 


Game Pause Menu. 


PLAYING THE GAME 


During the game, your character's Statistics and Experience Level will increase. Players start 
the game as a 1st Level character of a given class. As experience points are accumulated 
throughout the game (by defeating enemies and finishing worlds), each character will gain 
more power for each level they gain. Remember that every level you advance, so do your 
character's statistics! 


FIGHT POWER & SHOT POWER: Amount of damage you inflict 011 an enemy. 


ARMOR: Provides some protection from successful enemy attacks. 


SPEED: How quickly the character moves on the battlefield, NOT their 
attack speed! 


MAGIC: Damage inflicted per spell cast by character. 


PLAYER HEALTH 


The most important attribute of all, Health is denoted in points. Once your point total reaches 
O points, your character will collapse. 


Health points can be gained in battle by eating food, gaining an experience level and by purchasing 
Health at the Shop. There are also two bonus ways to get more health. If your character has 
the ''ANTI-DEATH" power-up, a halo will appear above them which allows you to steal health 
from Death! Another way is to use Potion 011 poiso11ed food. When you open a barrel or 
Treasure Chest and it contains a skull and crossbones icon, use potion near it. It will magically 
turn into food! 


14 


PLAYING THE GAME 


USING POTIONS 
Potions come in a variety of shapes and colors. Potions can be purchased in the SHOP 
(in Sumner's Tower) and some potions are found by opening the various treasure 
chests scattered throughout the levels. You must have a key in order to open a 
Treasure Chest (for other items found in chests, see Treasure Chests, next page). 


Once you have found a potion, you'll see the Potion Icon in the top-right corner of the 
Character Information screen. During the game, you will need to use the potions to 
defeat numerous enemies on-screen and to defeat the dreaded Death enemy. Potion is 
the only thing that can beat Death, so make sure you have a vial available just in case. 
If you find yourself without magic and Death does appear (usually from within a 
treasure chest), he will steal Health Points from you and leave. 


You can also throw a magic potion as a grenade to take out a swarm of enemies before 
tltey get near you. Simplf aim at the enemies with the Directional buttons or Left 
Analog Stick and press W and (i) at the same time. Your character will toss a vial of 
potion into the crowd for some serious destruction. To use a magic potion as a shield, 
press (i) and the® at the same time. This will activate (briefly) a magical barrier 
against your foes. 


NOTE: Try not to shoot potions. Not only does it have a weaker effed on the enemy, but you 
might need that potion later on! 


FOOD 
No matter how powerful you are, in battle you will lose valuable health points. When your 
ltealth points decrease to 0, your character will die. To gain health points back, you must eat 
'food. Food icons ( or Health Power-ups) can be found in barrels, treasure chests or even in plain 
sight. Fruit will restore 50 Health Points while Meat will restore 100 Health Points. 
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BY BUYING CAUNTLET£LECENDS FOR 


PLAYSTATIO 
CAME CONSOLE. YOU ARE ELIGIBLE 
TO RECEIVE A COMPLIMENTARY SET OF GAUNTLET 


LEGENDS PEWTER CHARACTER MINIATURES!• 
The Gauntlet Legends miniatures arc approximate!)' 11/2" 
inches in height and include the following characters: Skorac.. 
Valkyrie, Wizard, Minotaur and Mountain Goblin.** 


To receive your set of miniatures. yon must mail in a copy 


of your dated cash register receipt for the purchase of 
Gauntlet Lc9ends for PlayStation .. game coosolc along wit• 
this completed card to: 


MIDWAY HOME ENTERTAINMENT 
GAUNTLET LEGENDS PS OrrER 
PosT OmcE Box 2097 
CORSICANA, TX 7S IS I 


You do not need to include any additional money. 


Midway will ship the miniatures to you at no 
additional cost to you. 
All cards must be received by Midway by 12/31/00 
to be eligible. Allow 46 weeks for delivery. 


O YES. I would like to receive • set of miai,turcs! 
O NO. [ would not like to rttcivc .1 set of miniatures. 


PLAYING THE GAME 


TREASURE CHESTS 
Numerous Treasure Chests are located on every level. Some are full of valuable 


'>It; 
_: treasure that can be used to buy additional Power-Ups, while som~ may contain 


, ... : : food, poison or power-ups. All Treasure Chests must be opened with Keys, found 


· throughout the levels as well as available for purchase at the "SHOP" in Sumner's 
Tower. 
BARRELS 
Barrels are found throughout the levels. Some con- 
tain food and treasure, and some contain nothing at 
all. Some barrels can be used to help destroy ene- 
mies. 
Normal Barrel 
Explosive Banri 
Corrosive Barrel 


Shoot the Red and Green Barrels from a distance. 
The Red Barrels are filled with explosives, causing a wide area of destruction. The Green 
Barrels are filled with corrosive gas and will do the same amount of destruction. It's best to 
shoot these barrels from a distance because if you're too close to the explosion, you will lose 
valuable Health Points. Barrels can contain Death as welL 


SWITCHES 
Found in barrels or hidden within a level, switches activate secret 
rooms and shortcuts. They help locate very hard to find items 
such as obelisks, Rune Stones and Legend Weapons! Each switch 
has an arrow. This arrow is pointing towards the action it will cause. For example, if the arrow 
is pointing at a wall, the wall may come down after activating the switch. When the arrow 
GREEN, the switch is ON. This means that the switch has been triggered and the action ha, 
been set. If the arrow is RED, the switch is OFF and the action has yet to be performed. Look for 
switches, as they will benefit you a great deal in your quest to complete the levels! 
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PLAYING THE GAME 


ENEMY GENERATORS 
Every level is overru11 with unique, grotesque monsters. Each enemy is cre- 
ated ill a Ge11erator. These generators must be destroyed to stop the creation 
of additional enemies. Destroy the generators by hitting them multiple 
times. As they're hit, the generators will degrade. As they degrade, less-pow- 
erful enemies will continue to be generated until the generator is destroyed . 
Generators ca11 be built i11to walls or may be lying on the floor. To the right 
are examples of what some of the Enemy Generators look like. Once a gen- 
erator is destroyed, keep moving! The lo11ger you remain on a level, the ene- 
mies will rebuild the generators! 


OBELISKS 


Wall Ge11emtor • 


Floor!Grou11d Ge11erator 


Each world contains Obelisks which must be found to gai11 access 
to tire 11ext world. Search high and low for these. They're well hid- 
den a11d must be fou11d in order to defeat the vile Skorne. 


ON (active) 
OFF 


LEVEL PORTALS 
Each world has at least three levels. Each level of the world can be accessed 
by entering a Portal in Sumner's Tower. To exit the level, you must find the 
portal and stand on it. Both players must stand on it i11 a Two Player 
game. 


After a few seco11ds, you will be teleported back to Sum11er's Tower, a11d the 
11ext level's portal will be open. After you complete a level, you'll see the End-Level scree11. 


This screen contains information such as your character's total Gold accumulated, Experience 
17 Points gained and total Kills they had on the level. 


PLAYING THE GAME 


WEAPON POWER-UPS 


Weapons ca11 be upgraded when you find the various power-ups for them. Some ex~mples are1 
3-Way Shot, Fire Breath and the Thunder Hammer. 011ce you find them you will have ,w 
trouble clearing the path of the fiends ahead of you. 


~ 
3-WaySl,ot 
Fire Breath 
Thuuder Hammer 
OTHER POWER-UPS 
There are numerous power-ups i11 the game and some are differe11t than others. These "Other" 
power-ups can be an increase in fire power (the Phoenix Familiar allies you with a Phoenix), 
invulnerability, invisibility, etc. You will find these power-ups throughout the game. Some are 
more rare than others, so use them sparingly! 


.,.,, 
~~ 
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Phoenix Familiar 
ltJv11ltierability 
Invisibility 


RUNE STONES 
Each world also contains Rune Stones. There are 13 Rune Stones in all. When a stone is col- 
lected, the good Wizard Sumner will take the stone from you and place them in his tower. When 
all I 3 sto11es are collected, you must face the ultimate evil...Skorne! 
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RUNE STONES 
Each world also contains Rune Stones. There are 13 Rune Stones in all. When a stone is col- 
lected, the good Wizard Sumner will take the stone from you and place them in his tower. When 
all I 3 sto11es are collected, you must face the ultimate evil...Skorne! 


THE STORY 


The benevolent mage Sumner crafted for his home a series of magical towers that sliced high 
into the heavens; standing as a testament to his great prowess of the Art. In the uppennost cham- 
bers, the wizard spent years weaving magic and reality to create the Gateways - mystical por- 
tals through which he could pass and thereby travel to all of the Gauntlet realms as easily as 
crossing from one of Iris towers to the next. Sumner created six such gateways, one to each tower 
that ultimately transported him to each of the realms. 


Sumner's younger brother, Garm, sought for years for a way to overpower his brother's "do- 
gooding" and make himself Master of the Realm. Finally, he conceived of a way ... he would use 
the magic of his brother's tower as a power source to open a gateway to tire Underworld there- 
by allowing him to reach into the evil depths and pull out undead warriors for his own night- 
marish army. 


Garm spent years studying the Black Arts and came across the legendary Rune Stones. Powerful 
"keys" that could focus magical energy to create portals from one world to the next. He now had 
his means to put his motive to work. 


These stones would serve as his lens to focus and redirect his own brother's magic through tire 
veil of death and darkness into tire Underworld. He would then summon forth a powerful 
Demon which he would use as Iris Champion to destroy tire peaceful worlds and rule with an 
iron fist. 


Or so he thought... 
"' . -.. 


When Garm placed the 13 stones in a circle in the middle of his ~ 
'-iii 
brother's tower the portal to the Underworld opened. Garm's magic Cl 
• 


crackled through the chamber as he used his knowledge of black iii::9i 
, 


magic to call to the powerful demon lord, Skorne. He reached Y/A; 
him ... the dark lord erupted from the magical hole in the floor and .-41- 
filled the cavernous tower with just his torso! 
· 
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THE STORY 


Garm, thinking Iris victory was at hand lost his concentration and tire magical bonds which 
held Skorne's power in check weakened slightly. 
1 


Skorne did not squander his chance for freedom and broke loose from the wizard's bonds. Free 
from controi Skorne quickly dispatched tire foolish'. puny wizard who had disturbed his rest. With 
the gateway slowly closing, Skorne called forth his own undead army and sent them (throug~ 
the convenient portals here in Sumner's tower) to wreak havoc in the mortal worlds of this 
plane. 


After this disturbance, Sumner returned to his tower and discovered all that had transpired. He 
was powerless to do anything about it as his magic had also been drained by Skorne's evil. 
Knowing that he would be too easily detected by the dark lord in this realm, he called forth The 
Heroes to save the 4 worlds of this plane. 


His strength drained, Sumner was only able to open one gateway for the characters to start their 
quest. As they free Sumner's power by touching the obelisks, Sumner will open other Gateways, 
allowing them to pass into other realms and defeat Skorne's followers. They begin 
their quest in the storm draped mountain ... 
20 
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"'Ill.. 
THE WORLDS OF GAUNTLET 


There are four main worlds you must conquer in order to face the evil that is Skorne. The fol- 
lowing is a description of each world you shall travel to and what final monster ( end-level 
boss) you must face. 


WARRIOR'S MOUNTAIN 
This once dormant volcatro is now bursting with activity due to Skorne's vile influence. Lava 
flows like water here. This was once home to the Barbarian Kingdom - but is now under the 
cloud of Skorne's dark magic. An ancient Dragon resides in these coves; a dragon that guards 
one of the glass shards necessary to access Skorne's Earthly Citadel througl, the window in 
Sumner's Tower. 


ICE DOMAIN 
Tire northern dominion, rich in precious metals and home to prospectors and adventurers, is 
being ravaged by Skorne. An enormous Yeti has descended from a mountainous cave with a 
horde of evil followers to rob the precious metals from the mines and kill the prospectors who 
made this frozen land their home. 


VALKYRIE'S CASTLE 
An ancient castle that has weathered wars and rebellions is now overrun by Skorne's minions! 
After conquering the courtyard, you must pass through a dungeon then up the castle's interior 
- the armory and treasury - fighting until you reach the castle's awesome guardian, the 
Chimera! 


THESKYTOWN 
"Plague Grunts" have built a massive spire and are poisoning the town residents below! Fight 
through the poisoned village and gaseous cemetery, making your way up the spire to defeat the 
grunts and face their worst creation: a beast made of toxins with the ability to morph into var- 
21 ious shapes for defense and attack! 


THE WORLDS OF GAUNTLET 


SKORNE'S CITADEL 
After you have conquered the other worlds, it's now time to face the enemy named Skorn1 
Travel to the desecrated Cathedral where evil resides. Skorne's massive army guards his cham- 
ber. Defeat all before you and face Skorne. However, defeating Skorne will only banish him 
from this plane back to his Underworld lair! 


THE BATTLEFIELD 
Located somewhere in this level is the last of the 13 Rune Stones. Skorne has unleashed an 
"Undead" army upon Sumner's Tower! Protect the tower at all costs and recover the last Rune 
Stone! Once you have accomplished this, you must now follow Skorne to the Underworld and 
destroy him once and for all! 


THE UNDERWORLD 
The Underworld is replete with every form of demon and 
departed spirit a worst nightmare could conjure up. This is 
Skorne's home. There is NO GOING BACK to Sumner's 
Tower. The only way out is through victory! Defeating Skorne 
here finally vanquishes the foul demon and releases Iris evil 
grasp 011 the Gauntlet Realms. 


BUT WAIT!!! Teleporters to Four New Levels in Sumner's Tower open when you complete the 
game! Each of these new levels harbors more powerful enemies and more difficult playfields. 
Only a true legend can access these levels. 111 the end, if you fight well enough, fate may grant 
you access to them. 
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"'Ill.. 
THE WORLDS OF GAUNTLET 


There are four main worlds you must conquer in order to face the evil that is Skorne. The fol- 
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WARRIOR'S MOUNTAIN 
This once dormant volcatro is now bursting with activity due to Skorne's vile influence. Lava 
flows like water here. This was once home to the Barbarian Kingdom - but is now under the 
cloud of Skorne's dark magic. An ancient Dragon resides in these coves; a dragon that guards 
one of the glass shards necessary to access Skorne's Earthly Citadel througl, the window in 
Sumner's Tower. 


ICE DOMAIN 
Tire northern dominion, rich in precious metals and home to prospectors and adventurers, is 
being ravaged by Skorne. An enormous Yeti has descended from a mountainous cave with a 
horde of evil followers to rob the precious metals from the mines and kill the prospectors who 
made this frozen land their home. 


VALKYRIE'S CASTLE 
An ancient castle that has weathered wars and rebellions is now overrun by Skorne's minions! 
After conquering the courtyard, you must pass through a dungeon then up the castle's interior 
- the armory and treasury - fighting until you reach the castle's awesome guardian, the 
Chimera! 


THESKYTOWN 
"Plague Grunts" have built a massive spire and are poisoning the town residents below! Fight 
through the poisoned village and gaseous cemetery, making your way up the spire to defeat the 
grunts and face their worst creation: a beast made of toxins with the ability to morph into var- 
21 ious shapes for defense and attack! 


THE WORLDS OF GAUNTLET 
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SECRET LEVELS 


There are four secret levels that are not connected to each other. You can find "Secret Level 
Entrances" within certain levels. Each main world has one Secret Level, but there are 110 Secret 
Levels i11 the Cathedral or U11derworld. Entrances to secret levels must be found as you battle 
throughout the game. These entrances look like trap doors on the ground, so simply stand 011 
tlrem to gain access to the Secret Level. These er1tra11ces are well hidde11, so make sure you search 
for them! 


011ce your character e11ters a Secret Level, they /rave EXITED 
the previous level. After completing a Secret Level OR tire 
timer expires, they are exited back to End Level screen (tor 
the level they were originally on) on their way to Sum11er's 
Tower. 


There are no enemies in these worlds, only collectibles. Each / 
Secret Level contains a series of tokens that must be collected 
in the time allotted. If you collect ALL of the tokens, you're rewarded with a secret character that 
the coins represent. There are four secret characters i11 all. If the timer elapses before you can col- 
lect all of the tokens, you'll exit and return to Sumner's Tower empty-handed. 


More secrets await those who run the gauntlet to the end! Four additi01ral levels of magic and 
mayhem sta11d ready to test the might of a11y would-be heroes. 
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LEGEND WEAPONS 


To help defeat tire four world bosses, there are four magical weapons or "Legend Weapo11s''. 
These weapons are scattered throughout the game. When used ott the correct boss, it will great1 
ly help you defeat it! Skorne is looking for these weapons. Could there be a11other Legend 
Weapon that he fears? Find them before he does and help restore order! If you find it, when enter- 
ing the lair of a boss mo11ster the weapon will activate automatically. 
~ 
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------ 
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This mythical axe; forged from the ice of a comet, should be used 
against the Red Dragon i11 the Mountai11 world. 


FLAME OF TARKANA 
Created by a the Great Sorceress Tarkana for a dead loved-011e, this 
multiple fireball spell greatly weakens the Yeti. 


SCIMITAR OF RASHA 
Forged from a common sickle and vengeance, a powerful Mage creat- 
ed the Scimitar after a you11g boy was tragically killed by a lion. The 
Mage gave the Scimitar a special taste for lio11's blood. Use it 011 tire 
vicious Chimera! 


MARKER'S TAVELIN 
A legendary traveller named Marker created a javelin to destroy a 
large hawk that had terrorized a local village. Tire javelin is said to 
target a beast's eye. Use this weapon on the Plague Boss. This is a 
tremendous advantage to beating the shape-shifting creature. 
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ENEMIES 


Each world has countless enemies for you to vanquish. Here is an overview of the different ene- 
mies you'll encounter. 


GRUNTS 
The most common, these monsters are created from Generators throughout the 
levels. Destroy the generators to stop these creatures from being produced. 
They can be anything from Ogres, Wolves, Skeleton Soldiers and even Knights. 
Grunts can be destroyed by normal attacks. 


ANKLE BITERS 
Crawling on the ground, these creatures are spawned from generators on the 
ground. Sco,piom and Giant Maggots crawl toward you. They don't do much 
amage, but they are extremely annoying. 


SUI CIDERS 
Grunts with explosive red barrels on their back. Their mis- 
sion is to run at you and deliver their explosives to you per- 
sonally. Not afraid of dying, these grunts are very dangerous. 


_._..., BOMB THROWERS /ARCHERS 


-... -• _.,,. More technical than Grunts, these monster either hurl bombs or · 


shoot arrows at you. Try to destroy these fiends first. They do signifi- 
cant damage the longer they attack. 


)_ 


ENEMIES 


GOLEMS 
These look like giant rock people. Very tough to kill and stronger than you, these 
should be attacked from a far distance. Normal attacks work, but you should 
use Turbo Attacks for better results. 


DEATH 
Hiding throughout the levels is Death himself. Death can- 
not be defeated by normal attacks. Only MAGIC can defeat Death. If you have no 
magic to attack with, Death will steal valuable Health Points from you and then 
leave. 


SKORNE 
Released from the Underworld 
when Gann combined the 13 
Rune Stones, Skorne escaped 
and quickly took control over 
the worlds of Gauntlet. Skorne 
is evil incarnate and easily is I 
the most powerful enemy in the 
game. With his armies of evil before 
him, Skorne seeks to destroy 
all that is good ... unless you can stop him! 
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HINTS AND TIPS 


As you travel t/1e worlds of Gauntlet Legends, you will no doubt be facing great danger a11d 
tremendous challenges. Here are some hints and tips to help you 011 your journey. Good Luck! 


Pay attention to the scrolls. They give you valuable i11formation. 


Use your inve11tory wisely. You never know whe11 you'll need somethi11g from it! 


Use keys to open doors a11d chests. Use them sparingly. 


• Try to destroy the e11emy Archers and Bomb Throwers first. 


Avoid da11gerous objects such as flame geysers a11d floor spikes. 


• Only Magic can defeat Death. 


• There is a FIFTH LEGEND WEAPON! Use it agai11St Skorne! 


Remember to save your game and character data often! 


Fi11d the Lege11d Weapons to defeat the world bosses. 


• Look around for hidden items behind walls and rocks! 


• DON'T SHOOT POTIONS! 


Seek and you shall find. 


• In order to gain access to the four bonus levels, you must 
COMPLETE THE GAME!!! 
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WARRANTY 


MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this Midway Home Entertainment Inc. software 
product that the medium on which this computer program is recorded is free from defects in materials and workmanship for 
a period of ninety (90) days from the date of purchase. This Midway Home Entertainment Inc. software program is sold "as 
is," without express or implied warranty damages of any kind, and Midway Home Entertainment Inc. is not liable for any loss- 
es or damages of any kind resulting from the use of this program. Midway Home Entertainment Inc. agrees for a period of 
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uct, postage paid, with proof of purchase, at its Factory Service Center. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect 
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lect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE MIDWAY HOME ENTERTAINMENT INC. ANY IMPLIED WARRANTIES APPLICA· 
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IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS MIDWAY HOME ENTERTAINMENT INC. SOFT- 
WARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or 
consequential damages so the above limitations and/or exclusions of liability may not apply to you. This warranty gives you 
specific rights, and you may also have other rights which vary from state to state. 


Midway Home Entertainment Inc. 


P.O. Box 2097 
Corsicana, TX 75151 -2097 
www.midway.com 


Midway Customer Support 
903 87 4-5092 
1 O:OOam - 6:30pm I Central Time 
Monday - Friday 
Automated help line open 24 hours a day 
30 


29 


CREDITS 


MIDWAY HOME ENTERTAINMENT TEAM 


PRODUCER 
Kevin Potter 


ASSOCIATE PRODUCER 
Sean Wilson 


ASSISTANT PRODUCER 
Matt Vella 


TECHNICAL DIRECTOR 
Sam Ca/is 


PRINT DESIGN AND PRODUCTION 
Midway Creative Services - San Diego 


TESTING MANAGER 
Rob Sablan 


TESTING SUPERVISOR 
John Ubalde 


TECHNICAL STANDARDS ANALYSTS 
Clark Terrill & David Langat 


LEAD PRODUCT ANALYST 
Nate Blomberg 


PRODUCT ANALYSTS 
John Bozeman, Aaron Orsak, Andrew Nguyen, Shakir Johnson, Greg Rosario Jr., 
Gilbert Sandejas, Arick Wong, Thang Nguyen, Russell Waelrler, Mark Fontecha, 


Seher Basak & Cltuanchi Tang 


SPECIAL THANKS 
Deborah Fulton, Ira Kalina & Elisa Mathez 


WARRANTY 


MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this Midway Home Entertainment Inc. software 
product that the medium on which this computer program is recorded is free from defects in materials and workmanship for 
a period of ninety (90) days from the date of purchase. This Midway Home Entertainment Inc. software program is sold "as 
is," without express or implied warranty damages of any kind, and Midway Home Entertainment Inc. is not liable for any loss- 
es or damages of any kind resulting from the use of this program. Midway Home Entertainment Inc. agrees for a period of 
ninety (90) days to either repair or replace, at its option, free of charge, any Midway Home Entertainment Inc. software prod- 
uct, postage paid, with proof of purchase, at its Factory Service Center. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect 
in the Midway Home Entertainment Inc. software product has arisen through abuse, unreasonable use, mistreatment or neg- 
lect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE MIDWAY HOME ENTERTAINMENT INC. ANY IMPLIED WARRANTIES APPLICA· 
BLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY ANO FITNESS FOR A PARTICULAR PUR- 
POSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. 


IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS MIDWAY HOME ENTERTAINMENT INC. SOFT- 
WARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or 
consequential damages so the above limitations and/or exclusions of liability may not apply to you. This warranty gives you 
specific rights, and you may also have other rights which vary from state to state. 


Midway Home Entertainment Inc. 


P.O. Box 2097 
Corsicana, TX 75151 -2097 
www.midway.com 


Midway Customer Support 
903 87 4-5092 
1 O:OOam - 6:30pm I Central Time 
Monday - Friday 
Automated help line open 24 hours a day 
30 


